Tomb Raider Gold
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Next Generation Online
 talked with the designer of the new levels, Phillip Campbell, a Senior Producer/Designer for Eidos. Campbell has been an architect and designer for more than twenty years, and helped design EuroDisney, Legoland in Windsor England, and other themed attraction. He is currently working on two Eidos titles as producer on one and lead art designer on the other.
NGO: Tell us how the idea for Tomb Raider Gold came about?
Campbell: It started off as a 'labor of love'! - We expressed an interest in producing more levels for Tomb Raider, coming up with secret levels, alternate endings to the game, etc....and from a short list of about 6 new proposals Core decided on two - I think that we're all glad now that we DIDN'T do "The Lair of the Monkey-King"!!!!
NGO: You were the first person other than a Core developer to create Tomb Raider levels, what specific techniques did the original developers want you to follow?
Campbell: I obviously had to stick very closely to the original 'spirit ' of the game, and with "Unfinished Business" the idea was to provide a new ending to the original game, retaining the same look and feel for Atlantis, and ultimately produce what would essentially be 'expert' levels, i.e. meant to be played immediately after the completion of Tomb Raider One - by which stage it is likely that the players will ALREADY be playing at an 'expert' level! I completed the first new adventure at Core's offices, under the watchful and helpful eye of the original creators - the technology used to create the game is so stable and seamless that I was able to pick it up very quickly.
NGO: There are two new levels in the Tomb Raider Gold pack, how did you make each unique, and each worthwhile for players who have played through both Tomb Raider and Tomb Raider 2?
Campbell: There are actually two new ADVENTURES - a total of 4 new levels, each about as long as the longest of the original levels. First, both new adventures had to tie into TR1, and 'Shadow Of The Cat' developed as a kind of return to Khamoon - was I the only person intrigued by the Cat Statue found there? I used as a jumping-off point the idea that the original ruins had since flooded ( what with all the earthquakes and such in the game!), and the player would initially be introduced to a small segment of the 'Sphinx' and 'Cat' room, both changed in subtle ( and not-so-subtle-flooded!) ways, before leaping off into a new design and a new exploration based on the mythology of Egyptian cats. I started off using the original texture maps to create the same 'ambiance', and then slowly introduced new textures created by our Lead Artist, Rebecca Shearin, here in San Francisco...We tried lots of new things, night skies, running textures, strange desert landscapes - PLAY THE GAME!!!!!
For Unfinished Business, I tried to create a believable and tangible architecture ( I'm an architect), and make the player very aware of the connections and the layout of the various spaces - Clever and careful play, I think, is rewarded by success - for the true expert level experience, play these levels on their own - you'll realize then how valuable stealthy play with the shotgun can be!
NGO: What tools did you use to design the levels?
Campbell: I used the same tools used by Core to create TR1 - you, know, late-night designing on paper followed by long days building worlds in the TR Editor....I have used lots of 3D modeling programs, but this is the first time I have actually felt like I was 'sculpting' space - this engine is built to create truly organic spaces...The same tool is then used to insert textures, characters, and the all-important event triggers...The original level designers, Heather and Neil showed me a lot of techniques, and Gavin Rummery, Ken Lockley and all the testers at Core gave me plenty of gameplay feedback!
NGO: Are there any new moves or gameplay elements to these levels?
Campbell: There are no new moves - the idea being to stay completely consistent with the original Tomb Raider 'universe' - but you'll find on more than one occasion that you'll have to use the 'dive' move, it's not just for show this time!
Many new and unique gameplay elements are introduced, again maintaining the TR1 mood - The exploration is of course still a key element, but we have created a new dynamic between the balance of 'hunting', 'fighting' and 'puzzle-solving'....For example, the shotgun strategies are enhanced, and the player is given enough ammo to really make it an effective choice of weapon. As in TR1 - enemies never just 'pop out of thin air' - there is always logic and reason behind their placement - even if at some times it may get pretty challenging! Visually, we have created a lot of outdoor areas and Rebecca's starry skies, and her cat hieroglyphs and murals, are a real treat!
NGO: The Tomb Raider Unfinished has been finished for some time, how long have the Shadow of the Cat levels been complete?
Campbell: Actually, we are just about finishing up with all the levels as we speak, the music was only added in the last week. Testing is continuing right up until release. Conceptually, these ideas have been around for a while, but we only now have an opportunity to finish up the gameplay elements in time for the Tomb Raider Gold release. It seems like a good time with the relaunch of Tomb Raider 1.
NGO: When will the pack be available at retail, and how much will it be?
Campbell: It looks like it will be released, together with a bunch of extras and goodies, at the end of March - at a price point of under $30.
